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INTRODUCTION 
Thanks for purchasing Redneck Deer Huntin’! We hope you enjoy this 3D 
hunting experience. 


Minimum System Requirements: Pentium 90 or better microprocessor, 16MB 
RAM, about 80MB hard disk space, SVGA 1MB PCI or LocalBus video card, Sound 
Blaster or 100% compatible sound card, CD-ROM drive, and either Windows 
95, Windows 98, or DOS 5.0 (or later), 100% Microsoft compatible mouse. 


Recommended System: Same as above, but with a Pentium 133 or faster and 
32MB RAM or more. 


HOW TO INGTALL 
From Windows 95/98, just insert the CD-ROM disc and when the window 
appears, click “Install” to begin. If Autorun is turned off, from Windows 
95/98 double-click “My Computer”, then double-click the CD-ROM icon, then 
double-click the “Install” icon. Then follow the on-screen instructions. 


From DOS, type D:\INSTALL and follow the on-screen instructions. 
(Or substitute a different letter for “D” if your CD-ROM drive is 
a different letter.) 


HOW TO SET Up 
When installation is complete, you will be 
taken to the CONFIG program so you can 
tell Redneck Deer Huntin’ about your 
sound card and other hardware. If you 
ever need to run CONFIG again, you can 
find it in the installed directory 

which defaults to C:INTRPLAY\HUNTIN 


CONFIG P = 
Use the up and down arrow Keys to high- m Sgram 
light which option in the CONFIG program you would 
like to choose. When you have used the arrow Keys to high- 
light an option, press Enter to set up that option. Additional windows will 
appear with more options that you can choose in the same way. You can 
go back to the previous window by pressing ESC. When you're done, 
choose “Save and launch Redneck Deer Huntin” to save all your Configura- 
tion selections and to play the game. 


HOW TO START play 
From Windows 95/98, just insert the Redneck Deer Huntin CD-ROM and click 
“Play” in the window that appears. Or, from the Start menu, go to 


” 


“Interplay Productions” and pick “Redneck Deer Huntin”. 


From DOS, to start playing, a game from the 
default directory, type: 

C: 
CD \INTRPLAY\HUNTIN 
HUNTIN 


MAIN MENU 
The main menu of Redneck Deer Huntin’ 
gives you several options. Use the up 
and down arrow Keys on your Keyboard and 
press'Enter to select the option you want. 


GO HUNTIN: Begin a new hunt. 

TARGET RANGE: Practice at the range with any weapon. 

TROPHIES: View the stats for the best bucks or other game you've ever bagged. 
OPTIONS: Adjust the brightness and your mouse controls. 

HELP: You don’t need no help. 

QUIT: Hide, the boss’s coming. 


BEGINNING THE HUNT 
After you choose GO HUNTIN’ by pressing 
Enter, you will get to choose from a list 
of four places to hunt: 


LAKE SWAMPY: Duck hunting 
SAGEBRUSH FLATS: Deer and turkey hunting 
OZARK FOREST: Deer, turkey, and boar hunting 
SNOWBUSH RIDGE: Deer hunting 


WEAPONS 
After you choose the place you want to hunt, you may choose from four 
weapons. See the on-screen descriptions of the different ammo you have 
to choose from for each weapon — you can load different ammo out in the 
field whenever you want. 


PISTOL: A six-shot .44 Magnum. Never tried handgun shooting 
before, have you? Give ita try. You get six shots before | 
you have to reload. The bullets travel less quickly than a rifle 

bullet and have a shorter range. 


RIFLE: Your trusty bolt-action 30-06 deer 
rifle has longer range than a shotgun, and fires 
a single bullet rather than lots of shot. You will 4 
have to reload after each time you fire. You'll be 
taking the rifle hunting with you for deer and boar. 


RIFLE WITH SCOPE: Stick a scope on top of the rifle and you've got a 
more accurate long-range weapon. Easier to aim and hit game 
from far away, and perfect for deer hunting — especially if 


you're a big fatso with footsteps like Paul Bunyan, and can’t : 
walk to half a mile of a deer without it bolting. _—? 
SHOTGUN: A 12-gauge, pump shotgun. Each time you pull the trigger, about 
a billion small lead shot pellets are fired, scattering once they emerge 
from the shotgun’s barrel. Due to the scattering of the pel- 
, lets, it is easier to hit a target with a shotgun than with 
/ arifle. You can fire once before you have to reload. 
3, } Shotguns are used in duck and turkey hunting, and sometimes 

in wild boar hunting as well. 


CROSSBOW: An exotic weapon, suitable for the worldly redneck. 
A crossbow Can fire one bolt (an arrow for a crossbow) 
before you have to reload. The semiautomatic crossbow has 
not yet been invented. Crossbow hunting is very challenging and 
can be used in any sort of hunting. 


AMMO 
While hunting, press F3 to switch between the two types of ammo available 
for each weapon. 


PISTOL AMMO: Choose between the 210 gr. jacketed soft point bullet, or 
the heavier 240 gr. hollow soft point. You'll need the heavier bullet to 
penetrate boar hide. 


RIFLE AMMO: 180 gr. hollow soft point bullets are designed for short- to 
mid-range impact, or you can switch to 150 gr. soft point boat tail rounds 
for those long shots. 


SHOTGUN AMMO: Load up #4 bird shot to bring down any bird. Bird shot may 
not always penetrate boar or deer hide, though, so switch to 00 buck for 
the 4-legged critters. 


CROSSBOW AMMO: The razor-tip arrow is ideal for most hunting, but you'll 
have to switch to the fast-tip to penetrate boar hide. 


GOING HUNTIN’ 
After you Choose a weapon, the game will load for a few moments 
and put you in the middle of the action! 


TARGET RANGE 
To bone up on your mouse marksmanship, visit the TARGET RANGE from the 
main menu. You can choose from two different ranges, and use any weapon. 
Try to get the highest score possible before the timer counts down to zero! 


CONTROLG 
Mouse: Aim 
Mouse button 1: Fire your weapon 
Mouse button 2: Walk forward 


KEYBOARD CONTROL: 


#1: Raise or lower your weapon Arrows: Walk (at a slow pace) 
£2: Load your weapon Shift + Arrows: Walk quickly (though this 
3: Change ammo type will scare the critters) 
F4: Spray attractant scent, Alt + Arrows: Walk sideways 

or throw a duck decoy A: Jump 
5: Deer Call Ctri: Fire your weapon 
f6: Boar Call Home/End: Aim up/aim down 
£7: “Duck Call PgUp/PgDn: Look up/look down 
8: Turkey Call ESC: Menu options 


£12: Take a picture CPCX format) Z: Crouch/Pick up decoys 


TRACKING THE pREY 
Be cautious in your movements and footsteps when stalking an 
animal. If you step on a twig, don’t be surprised if you spook your prey into 
the next county. 


Use the crouch Key (Z) while holding down the Forward Key 
(up-arrow) to crawl toward the animal. This makes it 
less likely you will scare off the animal with 

the noise of your footsteps. 


The crouch key will also let you pick up decoys that you 
have previously deployed. If the ducks just aren't showing 
up, you should pick up all your decoys and try a different 
part of the lake. 


When duck hunting, stay quiet. You may see ducks fly in or take off from 
the water’s surface. Be sure to use the mouse to look up — or use the PgUp 
key to aim upward. 


Ducks usually travel in flocks. For this reason, always make sure you have a Clear 
shot before firing, as your shotgun will scare the rest of the flock. 


Rushing a boar takes bravery, but it’s a good technique. 
Boars aren't as sensitive or as swift as deer. Just make sure 
you have a potent enough gun to do the job. 


Animals have a Keen sense of hearing. Loading your weapon early may avoid 
scaring off a target, what with the noise of the barrel or the insertion 
of the shell. 


Ducks know the difference between a duck and a human with a gun. If you 
throw out a decoy and stand ten feet away, then you might as well order a 
pizza for dinner, because you're going to come home empty-handed. 

At Snowbush Ridge, you can track deer by following their footsteps in the snow. 
If you see a deer, try to get upwind of it and deploy your attractant scent. 
The deer will get all excited and come toward you. When it gets close 
enough, shoot it. 


Always keep an eye out for droppings — they’re usually near an animal. 


Watch for twigs on the ground — if you step on one, you might spook 
an animal. 


Pay attention to the wind direction and your compass heading. Deer are 
like walking noses and they'll bolt if they sense your B.0. 
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TROUBLESHOOTING AND CUSTOMER SERVICE 
If you're experiencing problems running the game in Windows 95 or Windows 98, you should try 
rebooting to DOS from the Shut Down menu. Your system may have a conflict if it loads 16-bit 
drivers or resident programs from a config.sys or autoexec.bat file, like EMM386. 


CUSTOMER SUPPORT 

If you have any questions about this, or any other Interplay product, you can reach our Customer 
Service/Technical Support Group at: Interplay Productions, 16815 Von Karman Avenue, Irvine, CA 
92606 Attn: Customer Service. Customer Service is available 24 hours a day through our 
Automated Customer Service system, with a Customer Service representative available during 
normal business hours at: (949) 553-6678. 
Please have your system information available, or better yet, try to be at your computer. The more 
detailed information you can provide our support personnel, the better service we can provide you. 
If you have a modem, you can reach us at the following: 
Internet 
You can reach Interplay by sending Internet E-mail to "support@interplay.com”. Many Interplay 
demos and patches are available at Internet FTP sites. To visit our World Wide Web site, point 
your. browser to: "http://www.interplay.com” or you may ftp to ftp.interplay.com. 
The Interplay BBS 
We have a 24-hour, 7-day a week multiline BBS available for customer questions, support and 
fixes: The number is (949) 252-2822. Modem settings are 300-28.8k Baud, V.32bis, V.42bis, 8-N-1. 
You also may Contact our BBS over the Internet. Telnet to bbs.interplay.com. This is a free 
service. (Excluding toll charges.) 

America Online 
You may E-mail Interplay Customer Support at IPTECH. 


INTERPLAY LLMLTED 40-DAY WARRANTY 
Interplay warrants to the original purchaser of this Interplay Productions™ product that the 
Compact disc or floppy disk(s) on which the software programs are recorded will be free from 
defects in material and workmanship for 90 days from the date of purchase. If the compact disc 
or floppy disk(s) is found defective within 90 days of original purchase, Interplay agrees to 
replace, free of charge, any product discovered to be defective within such period upon receipt 
at its factory service center of the product, postage paid, with proof of the date of purchase. 
This warranty is limited to the compact disc or floppy disk(s) Containing the software program 
originally provided by Interplay and is not applicable to normal wear and tear. This shall be void if 
the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties applicable 
to this product, including warranties of merchantability and fitness for a particular purpose are 
disclaimed. Interplay disclaims all responsibility for incidental or consequential damages. 
Some states do not allow limitations as to how long an implied warranty lasts and/or exClusions or 
limitations of incidental or consequential damages so the above limitations and/or exclusions or 
liability may not apply to you. This warranty gives you specific rights, and you may also have 
other rights which vary from state to state. 


LIMITED WARRANTY 

If the compact disc or floppy disk(s) should fail after the original 90-day warranty period has 
expired, you may return the software program to Interplay at the address noted below with a 
check or money order for $5.00 (U.S. currency), which includes postage and handling, and Interplay 
will mail a replacement to you. To receive a replacement, you need to enclose the original defec- 
tive compact disc or floppy disk(s) in protective packaging accompanied by: (1) a $5.00 check or 
money order, (2) a brief statement describing the defect, and (3) your return address. If you 
have a problem with your software, you may wish to call us first at (949) 553-6678. If 
your compact disc is defective and a replacement is necessary, U.P.S. or regis— 
tered mail is recommended for returns. Please send the defective disc(s) only 
(not the box) with a description of the problem and $5.00 to: 

Warranty Replacements 

Interplay Productions 

16815 Von Karman Avenue 

Irvine, CA 92606 


COPYING PROHIBITED 
This software product and the manual are copyrighted. All rights are reserved by Interplay 
Productions and are protected by the copyright laws that pertain to computer software. You 
May not copy the software except that you may make one Copy of the software solely for backup 
or archival purposes. You may not loan, sell, rent, lease, give, sub license, or otherwise transfer 
the software (or any Copy). You may not modify, adapt, translate, create derivative works, 
decompile, disassemble, or otherwise reverse engineer or derive source Code from, all or any 
portion of the software or anything incorporated therein or permit or encourage any third 
party to do so. 
Notice: Interplay reserves the right to make modifications or improvements to the product 
described in the manual at any time and without notice. 


GOFTWARE UGE LIMITATIONS AND LIMITED LICENSE 
This copy of Redneck Deer Huntin’ (the “Software”) is intended solely for your personal noncom- 
mercial home entertainment use. You may not decompile, reverse engineer, or disassemble the 
Software, except as permitted by law. Interplay Productions retains all right, title and interest 
in the Software including all intellectual property rights embodied therein and derivatives 
thereof. The Software, including, without limitation, all code, data structures, characters, 
images, sounds, text, screens, game play, derivative works and all other elements of the 
Software may not be copied, resold, rented, leased, distributed (electronically or otherwise), 
used on pay-per-play, Coin-op or other for-charge basis, or for any Commercial purpose. Any 
permissions granted herein are provided on a temporary basis and can be withdrawn by Interplay 
Productions at any time. All rights not expressly granted are reserved. 


Modem and Network Play: If the Software contains modem or network play, you may play the 

Software via modem transmission with another person or persons directly without 

,, transmission through a third party service or indirectly through a third party 

i service only if such service is an authorized licensee of Interplay. For the 

#/ purposes of this license, a “third party service” refers to any third party 
service which provides a connection between two or more users of the Software, 


manages, organizes, or facilitates game play, translates protocols, or otherwise provides a ser- 
vice which commercially exploits the Software, but does not include a third party service which 
merely provides a telephonic connection (and nothing more) for modem or network play. 
Authorized licensee services are listed on the Interplay Productions World Wide Web Site located 
at http://www.interplay.com. This limited right to transmit the Software expressly excludes any 
transmission of the Software or any data streams thereof on a commercial basis, including, with- 
out limitation, transmitting the Software by way of a commercial service (excepting those spe- 
cific commercial services licensed by Interplay) which translates the protocols or manages or 
organizes game play sessions. If you would like information about obtaining a pay-for-play or 
commercial license to the Software, please call Interplay Productions in the US at (949) 553-6655. 


Acceptance of License Terms: By acquiring and retaining this Software, you assent to the terms 
and restrictions of the limited license. If you do not accept the terms of this limited license, 
you must return the Software together with all packaging, manuals and other material contained 
therein to the store where you acquired the Software for a full refund. 


INTERPLAY WEBSITE 
Welcome to the Interplay Web! As a company dedicated to providing innovative, high-quality interactive 
entertainment software, we are always striving to stay as close as possible to the leading edge of technol- 
ogy. This Web site is the latest example of our ongoing effort to provide a wealth of information and 
opportunities to you. 
As a Company of fanatic gamers, we love the idea of gamers all over the world tapping into cyberspace to see, 
touch and feel our latest games. No hype, no marketing campaign; just great games. To make it work, our goal 
is to Keep this site fresh and new, to make it a place where you can tell US what you like about our games... 
and what you don’t like about them. So use the feedback options on these pages and sound off. 


Enjoy your visit in our Web site, explore all the different areas we have to offer, and come back soon. Check 
us out in the weeks and months ahead; we will be introducing new and exciting areas for you to experience. 


Once again, welcome. 


Brian Fargo 
C.E.0. 


Interplay’s World Wide Web site is an Internet service 
designed to give you the latest information about 
Interplay and our products. 

This site features our demos, upgrades, product 
information and ordering information. 


HOW TO GET THERE 
From your Internet account, 
point your favorite browser to: 


Aye ae / www.interplay.com 


i 


